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Thank you for purchasing CULTURE BRAIN' S "FLYING WARRIORS" 
for your Nintendo Entertainment System 
For maximum enjoyment, please read this Instruction Manual throughly before 


playing 
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Long time ago, Demonyx of the Dark Dimension attempted to invade Light 
Dimension. 

After a long battle, the hero of the Light Dimension, Dragonlord : sealed 
Demonyx up by the power of the 'Mandara Talisman', and defeated the 
Dark Dimension 

However, Demonyx left the ominous prophecy. 

"| will be back when the Red Evil Star appears." 

Dragonlord sent five Flying Warriors to the ground, to prepare for the day 
of Demonyx's return 

Now 

The Red Evil Star appeared and the Soldiers of the Dark Dimension broke the 
seal which allowed Demonyx to return 

The battle between Dark Dimension and the Flying Warriors ¡s about to 
begin 








Flying Warriors has four major segments. 


e Journey Mode, with vertical and horizontal scrolling. 


5 you enjoy the thrilling fight action by implementing the 


The Command Mode, Experience the battle against monsters using 
commands 
p The tournament mo 


ле from among six different kinds 
of fighters and let maximum ої ега! 


pate, 








Insert the cartridge into the Nintendo 
ron. After th 
e ‘Start button'to bring 


menu screen 


@ SELECT MODE 


If you want to continue where you left off, select the word "Password", 


n enter the password you got from where you last left off 


you want to play the e from the beginning, select the word, “Start 


then decide the di 
If like action, select “Expert” 
И are по! as confident 9 

If you are beginne 

If you wish to run ournament 
the "Tournament" mode 





@SELECT OPERATION 
;ontroller Operations 
operation which requires that you have advanced 


2 other is the ‘Standard’ operation which 


O MASTER’ OPERATION 
This operation is for those who like action and 
martial art 


y the true enjoyment of ‘Flying Warriors’! 


© ‘STANDARD’ OPERATION 
This operation is good for people who are not as 
It is y simple. In 
al Intelligence (Al) lets 





It allows you to resume the last game from where you left off 


@TO GET THE PASSWORD 


1. At the time of ‘Game Over’ 
the command 


ay in the Journey Mode 
Bring up th зу to select 'Password' 





@ ENTER THE 'PASSWORD' 
Bring up menu screen, and select the ' wd’ menu .Т 
bring up the password menu. Enter the password exact 


way you note them 


If you enter the wrong word, cancel by pressing the B button. When you finish 
entering the password, move the cursor to e word 'End', then press the A 


button 


NOTE 


The following won't be recorded when you use the pass 
word. Windy shoes, charm, bait, coin, the number of 
magic water, any experie ! points you gair between 


your current level and the 'next' level. 





When this gauge is full, it'll sound the signal and you'll be a 


offense 


won't go below 40. 


O JOURNEY MODE 


In Journey Mode, if you defeat the enemies, the gauge will increase. When the 
gauge fully charged (100 points), you'll be able to shoot ‘Cosmic Saucer’. If you 
get hurt, the ga 


«4 COSMIC SAUCER 
Press the B button to shoot. You can shoot 
times as long as you don't get hurt 





Continue on after you be easier to fight when you 


@ BATTLE MODE 
As long as you defend yourself from t 


When the ga 


ge is fully charged, 
the supreme offense, the 'Hiryu-no-Ker 


e Dark Dimension 


Aystic Spells’ and ‘Cosmic 


becomes fu arged 


vercome the enemies 


ommand) hits the enemy, 
auge will charge up. You'll be able use the 


ken’ and inflict more da o the enemies 





The main feature of the ‘Journey Mode’ is the vertical and horizontal scroll action 


During your travel, various ener will oppose you 
The details of the screen display. 


arn nf tha cha ~ 
Name of the charac- Remaining lives 


ter 
Current level of 


character ) »зив DISPLAY Message 


Remaining lives of th display area 
enemies 
Number of 
‘Magic Water’ Points of K.0 
H @COMMANDS 


ГЕ When you press the ‘Start’ button, various commands will 


ам = show up on the message display area on the screen. Move 
the cursor around to the de 2 
MI direction pad, and the @ button to select 


» prever | 
haste матар | > Sub Display (Brings up the Sub Display.) 
> Magic Water (Use the ‘Magic Water'.) 


Gauge 





@ The information 


for your game play. There 


where they are Sometimes 
back to where you've visited, 
nformation, Don't f 


4000 LUCK TO - screen periodically 


or 


al people who will give you clues 
the left shows one 


k to these 





b Bibutton-- Attack 
b Albutton- Jump 
» Control Pad 
Move 
Jump Vertically 
Squat Down 
+ ۵۲۵۰۰۰۷۷۰۱۱۰ Kick 


A Get down from 
the stand position 


Upper Punch 





Ge SELECT BUTTON b B button---Kick 
Uses the “Magic 
START BUTTON 
Pauses the game T » Control Pad 


> A button---Punch 


mand of‘ ни РА В Jump 


пя. -М ٦ 
the same way in bot "fir 
ind 'master' mode "..- Jump Vertically 
Squat Down 
LAB Cyclone Kick 


ЗНА Get down from 
button, and kick by press | the stand position 


ng te 8 utto HB --Upper Punch 


It's 
er wno a 
and/or get on r 





@ MAGIC WATER 
R € 
strength as 
grab it 


@ MAGIC WATER Il 
Y can collect up to ten 
bottles during the 'Bat 


tle 


Ф KO. GAUGE . 
Increase the K.O. Ga 


immediately after y 
grab it 


@ MYSTIC CRYSTAL... 
After you grab it "II be 


@ WINDY SHOES... 


O CHARM .. 
It prevents the enemy's 
common soldier to show 


up 


Ф BAIT... 
It attracts the enemy's 
common soldier. 





@ ANGEL'S ROBE... 
Take it to the Angel 
There may be something 
good waiting for you 

@ BRACELET... 

A necessary item to 
defeat the Boss Phantom 


O TABLET... 
t'll open the door hidden 
behind of the water falls 


ocated inside the ruins 
@ MARADORA'S JAR... 
f you save it, you could 
receive an important 
item. 

O сом... 

Used for barter 





the ‘Mandara T 
6 DRAGMA ... 


There are five pieces and 


is necessary to complete 


he 'Mandara Ta 
Everytime you 
piece, the 


'Hiryu-no 


the arms 
@ MIRROR ... 


It'll repe he enemy's 


different 


grau 





You can bring up the "Sub Display’ only when 
you are on the ‘Journey | 


press the 'S button anc 
v button 
Е button 


» COURAGE 

In the *Journey Mode', it'll blink at the enemies who hid 

the important items or at the itern itself 

In the 'Sub Display; 

of the enemy wh 

b WISDOM 

You have the ability tc 

> JUSTICE 

When you forget to pick up the important items, it'll let you 
power 


| you what is missing to complete the 'Mandara 





@ ITEMS (TOOLS) 
There are two commands 'Use' and 'C 

If you select 'Check', then all the items you currently have will be showr 

If you select "зе then all the items you can us пе ‘Jo /' will be shown 
To activate the item, move the cursor to the desired item, ther the A button 


@ MYSTIC SPELL 
Displays ‘Mystic Spells’ available to each Flying Warriors 
@ EQUIPMENT 
Displays the obtained we 

n the ‘Password’ for the current 
the cursor to the ‘Password’ then press the A buttor 
(For further details, pleg page 8) 
ФМАМРАКА TALISMAN--- Displays the collected 'Mandara 1 
@MIRROR--- Number of mirrors you have 
@'EX’... Experience points 
@LEVEL:--Level of the life power and the offense power 
experience poin o 





@LIFE--- The maximun int of your life at the current leve 
ФАТТАСК...Тһе damage power affect to the enemies 
0 Dragma--- Indicates the number of the “Огарта 





The details of the screen display. 


If the enemy who ıs 
fighting against you 
has the Item 

the orb will react 


Name of the c 


ter 


Current level of the 


character 


Remaining lives of the 


PIRENEOS, Points of'K.O. Gauge’ 
Number of ‘Magic Water 


Remaining lives of the character 


Message display area 





Ф TRANSFORMATION 
TRANSFORH 
ALLIES 
MYSTIC 


Shingan Syster 


@COMMANDS IN THE BATTLE 


If you pr he ‘Start "butt 


> TRANSFORM -- WT 
form your character | 
۶ MAGIC WATER-- It'll 
b ALLIES: When 

Dark Dime 


find therr 


ADVICE 
е ‘Magic Water 


emy has own spe 





Culture Brain created 'Shingan System’ which is implemented in the ‘Defense 
for г > fighting actior 

We'l show you the difference from the conventional system. After the st 
practice, Flying Warriors can open the 'Mind's 


Star' of enemy as well as their owr 


MIDDLE 


REL. 


Eo LOWER 
Example 1: Defense Example 
The 'RED Star to attack 
app 5 of your f 
upper ody, quickly 
upper 
middle body 





Select the posit you wish to or defend by pressing the control pad 


When the 'RED star' shows up on your body, you should defend it. If you try 
to attack the enemy, he'll counter. You should try to attack only when the star 


appears on enemy's body. If you defend properly, your 'K.O 


allowing you use the supreme offense skill, the 'Hiryu-no-Ken'. 


increase, thereby 
@MORE 'STARS' 


The 'Red star' is not only the 'star' the Flying Warriors can see. There are three 


more marks 


© THE BLUE’ STAR 

Indice you can inflict more damage to the enemy than the 

‘Red Star’. However, the appearance of this mark is different depend 

ng on y enemy 

@'HIKOU STAR 

Is the ultimate mark which means you have the chance to defeat the 
my with one blow. It is difficult to get this mark 

© RUSH MARK’ 

tes a с! : to attack continuously without any interruption 

E. button to throw various 


Indice 
When you get this mark, press the 


skills autom Пу 





O DEFENSE 
EFEND 


@ PUNCH 


UPPER 
PUNCH 


DEFEND 


MIDDLE 
PUNCH 


@ KICK 
UPPER 


mw th 
B buttor 


O SUPREME SKILLS 


CYCLONE ROLLING 
KICK KICK 


~ ^ 





8 Special Moves © MYSTIC SPELL 
| TRICK 


THROW 


"After he/she is | 
transformed, and 
the К.О, Gauge is 


@ SPECIAL SKILLS 
1 fully charged 


SPINNING SHAKE HIRYU-NO COSMIC m 
GROUND KICK YOURSELF | KEN | SAUCER | +A 
Аз کا‎ pem, «- 
| VE os 
m ٢ا‎ 


fr 
ђе 
an 

|^ with В 


+ |KO. Gauge must ba full 
to use Cosmic Saucer 











O DEFENSE 


| 


Н you press the right or side of thx Kicks automatically if you 
control pad, it atically defenc press the B button 


@ PUNCH @ SUPREME SKILLS 


CYCLONE ROLLING 
KICK 


Punch automatically if you 
press the B button. 








Ф Special Moves @ MYSTIC SPELL 


TRICK 





| After he/she is 
transformed, and 
те KO. G 
@ SPECIAL SKILLS е auge 5 
[75 I fully charged 


PINNING | SHAKE SOS MIC 
ROUND KICK | моцавевр Ро HINTUHMO REN ПИТА 





7 
یم 
;2 


Press do and си 
repeatedly Gauge +5 fu 


В with A B 


МГ while your 





The battle with the soldiers from the Dark Dimension will 
take place in the diff nt dimension. At that time, the rea 


power of Flying Warriors will be in full play 


TRANSFORM 


Rick transforms in to the Flying Warrior 


ALLIES 
After your allies (Flying Warriors) join you 
one of them to play 


MYSTIC SPELLS 
Select the desired an 


z therr 





@MYSTIC SPELLS 
;reat natural forces handled by the divine 
existence in the battle between the Light Dimension 
n. After Rick and his allies 


he КО. Gauj fully char 
7 se 'Mystic Spells' by pressing 
the upper direction pad and the A button 


O TO POWER UP THE ‘MYSTIC SPELLS’ 
The‘ My Spells'reside in the arms of the Light 
ou obtain more p 


ic Spells’ will incre 


O DEFENSE POWER OF THE‘MYSTIC SPELLS’ 

The power of the enemy's 'Mystic Spells' are 

very powerful. You can ¡st defend them. The 
'mirror' is the only mt repel the 'Myst 
Spells'. Be sure t 





In ‘Command Mode’, your strategies will determine 
your victory or defeat 

This mode consists of offense turns and defense turns 
that'll take each turn repeatedly 


@ COMMANDS IN THE OFFENSE TURNS 

۶ MYSTIC SPELLS 

Select the 'Mystic Spells' you have obtained. In this 
mode, you can u: pells' even though your 
К.О. Gauge’ does not indicate '100'. 

>» HIRYU-NO-KEN 

You can use it only when the 'K.O. Gauge’ indicates '100" 
> ALLIES 


You can a е your current character with your 


allies who e joined you 





@ COMMANDS IN THE DEFENSE TURNS 


» BARRIER 

Covers the shield to defend attacks from the enemies 
» ESCAPE 

Lets you escape from the Monster's dimension 

» MAGIC WATER 

Recovers your physical strength 





y independent mode of the game. It'll let you 
different kinds of martia tists, and com- 
each other in the manner of the tc ment fou can play this 
from one to eight people 
Decide the fighter's name 
Select the desired letter by press the upper control 
ss the A button t 
cuon 
up to four le ‚ but you can ha 
number of letters by pressing the A button immedia 


a 
. 
" 
E 
в 
* 
+ 
. 


after Ше letter 


2» To select the fighter 

After entering the name, select the fighter from six martial artists by pressing the 
direction pad and the A button 

(To cancel, press the B button.) 


| To select next fighter 

Move the cursor by pressing the direction pad to the word 'NEXT' then press the 
A button. If you wish to cancel your s tion, select the word 'RETRY'. If you 
wish to start the game, select the START”, then press the А button 





1. The odd number on the tournament chart will be the controller] 

The even number will be the controller 2. 

2. The limit is three minutes. 

3. If one or three players participate, the person who chooses the odd number will fight 
against the computer. 

If five or six players participate, the seventh and eighth fighters will be managed by 
the computer. 


Ф Judgment 
If your opponent's life becomes zero, you win the 


3 


match 
If the match time is over, whoever has more lives wins 


In the event of a a play-off will be held auto 


MAME TYPE 
DT wr 
zen 00 
sonm ма 
“rn ма 
ammor KD 
GFRED KA 
толот KF 
a кл 


To make the match more ch 
dodge the opponent's attack by 
anding still on the rope when yo 


martial artists 


























| MARTIAL ARTS 
The all-around fighter 


KICK BOXING KARATE 


This a the represent ali ve Japanese martial 
beara and to estense = good a 

















Г PRACTICAL USE OF ITEMS. 

During your “Journey”, if you encounter more enemy soldiers than you can handle 
use the 'Charm' to prevent them from appearıng 

If you use the 'Windy Shoes', you can warp to further places even from the 
position 

However, your available destination points are fixed, and limited to only the places 


you've been before.) 


„LISTEN TO WHAT THE ORB SAYS. 

get important information from the ORB. Obtaining new ORBs and li 
stening to them in each stage 
The information tells you how to clear the stage, so don't miss them. ( You can 
only obtain them during your “Journey”! 
7: MASTER THE 'CYCLONE ККК"! 
To clear the 'Journey' smoothly, use this technique. 
Press the A and B button and the up direction on the direction pad simultaneously. 
This is especially useful for you to get on the stand located either right or left from 


you 
‚er, while you are in the air, if you touch the enemy, you'll fall down immedi 





Г HOW TO ENTER THE DOOR 


In the Journey’, you'll find several doors. Behind these doors, there is another road 


or people who have signific information awaiting you 
To enter, stand in front of the door, and press the up direction pad 


y CLEAR PLAN 

Round 1 

Return the lost robe to the Angel 

Round 2 

Defeat the Boss Phantom! 

Round 3 

Defeat Narga, and defeat enemies who await you at the laboratory 
tound 4: 

Enter into the enemy's headquarters and seal Demonyx ! 


б HOW TO SKIP THE OPENING DEMONSTRATIONS 
Press the 'Select' button while p 


7) HOW TO SKIP THE STORY 
After the screen displays the background story, press the 'Start' button to skip it 





Ge STANDARD MODE 


JUMP 
ATTACK 
MOVE OR DEFEND 


П + |» 3 
ам Sa a cmn 
| MIDDLE 


Uwe SPECIAL 
| TECHNIQUE 


PUNCHING | 
KICKING | 
| | 4 
UPPER 
UPPER | um. 
PUNCH TECHNIQUE 
KICK rye Ме 
WIGHT 
MIDDLE 
PUNCH 
KICK 


@MASTER MODE 


PUNCH 
KICK 
MOVE OR DEFEND 


D STEE 
ви MES n جا‎ sn св 


MIDDLE 
KICK 


UPPER UPPEM 
KICK. PUNCH 


MIDDLE 
KICK 




















А WARNING A 
DO NOT USE WITH FRONT OR REAR PROJECTION TV 


Do not use a front or rear projection television with your 
Nintendo Entertainment System” (''NES”') and NES games. 
Your projection television screen may be permanently 


damaged if video games with stationary scenes or patterns 
are played on your projection television. Similar damage may 
occur if you place a video game on hold or pause. If you use 
your projection television with NES games, Nintendo will not 
be liable for any damage. This situation is not caused by a 
defect in the NES or NES games; other fixed or repetitive 

images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 





